Abstract
Learning objectives
This game illustrates the concept of iterations, of tactical planning, of velocity (productivity), of backlog and priorities, of uncertainties in estimation, and the cost of defects and technical debt. It is a board game, where some elements of uncertainty in estimations, productivity and defects are introduced by a throw of dice and a lookup table. It is intended as a complement in an agile project management course, a software project management course, or a software engineering course.
Playing the game
During take-off from Mars, your spaceship had a problem and crashed on the living base. You must rapidly rebuild enough of the base to survive until rescue comes from earth. The team has to analyze the backlog of tasks, look at priorities and dependencies, and start devising a suitable sequence of development, placing story cards onto the board. The first iteration is the hardest, to understand the sequence of events, the defects, and how to keep track of the score. After that it is a race to the finish, running through the seven remaining iterations, adjusting the strategy in the face of events. Part of the value of the game is in the debriefing: what have you learned, how many points did your deliver, what was your average velocity, why? What would you do differently if you had to play again? The game can be played in about an hour; the debriefing will depend somewhat on the audience and its size.
